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vV>: You ’are a super programmer! The chalTenges 
pIfrThis book wll 1 prove it. Your progr^s 'wll I ; 
SrSshow your skill; your ideas and your'personolity,. 

' They will have to be super since you are/. 


(You must be to have gotten this’TariT 


^i4v /■ ose neat and tidy tricks that show what a 


Sfe.Vrof essl onal you are. , - - - ...ir ’ .7^/ ,1 . ; - /. 

;■ : ' Be sure to start'eyerj::;o^^ 

' Statement- shOHing the title.' PlajeT^Si^^ '" 
^V=. and the-date ot the beginning of ^M^pfoa ram. 
too. - Be proud of your, work! ' ; - v 




|1arilyn_,S. Buxton 
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(AUD 1Z?M5 AMD 6’LIB‘&.0 


Your first etiallenge Is to create a nifty 
display of your name which^^^ Y use at the 
start of each program. Design it to be special. 
Moke it flashy. large or colorful. Moke it 
match your personality. 

Save it on tape or disk, This wi11 be 
your logo. You wi11 use it to start ail of 
your other programs. Do not end this program 
with a GOTO loop. 




Creative Learning Association 
Charleston, It 61920 























Load your NAME PROGRAM. RUN 1t. Isn't that 
neat! Now LIST it. Notice the last line number. 

You are going to add a new program onto this 
program. Skip lots of numbers and start with 
about line 1000. Type in a clear screen command. 

Your mom said you could pick out wallpaper 
for your bedroom. Create a program that uses 
symbols to f111 you r video sc reen with the design 
you would like. 

When you are finished^ your program should 
show your name^ erase it quickly^ then show your 
walipaper design. 
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Load your NAf€ PROGRAM. Then add to it. 

Create a program using comma (J that shows 
a table in 2 columns listing the special skills 
of two famous super heroes. Make the lists as 
long as you can. 


EXAMPLE 


SUPERMAN 

•If-* 4I--ll* * ^ 

can fly 
x-ray vision 


SPIDERMAN 

good climber 
shoots webs 
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Type in each program. See if you can tell 
the future! Predict what will be on the screen. 
Then RUN and see if you were right. 


^ * ^ 4*-« ^-Jt «****# ^^ «*** ^^ * ifr * ^ ^ * ^^ * 

I 20 PRINT " 2 + 4 =" t 

4f * 4f- 4f 4t 4t 4t * *4t^*4f4t«4t-4f4f4t4t 


RUN and observe. 
ADD: 


■3l-***4f4«'*4t4^4t'4^4{'4*'*4t-*4i-* 4J- 4J* 4f- ■»« * 4I- * 4f 4f * * 4^ 41-4t -JJ* -J*- 4f -Jt 4i- 

I 30 PRINT I 

I 40 PRINT 2+4 I 

4t ^ 

41- 4{- 4t 4f 4I> 4fr 4t 4t4t-4t-4f*4*'4&4t4i'4J*4fr4«*4i'4t4«-4{-4fr4e-4l*4«‘4J-4t4t4l-4f>4f4f4l'4fr4«'4t 4^ 4«' 


RUN and observe. 
ADD; 


4fr4{•4^•4t•4^4t•4t4t•4^4^•4f•4^•4^-4f•4^•4^4l•4^•4t4^•4f•4^4^•4{•4^*4fr4t•4i•4t4^•4t■4t4t■4t4^•4^4l•4^•4^•4t 

I 50 PRINT I 

1 60 PRINT "2+4="; 2+4 ! 

4^ 4t 

4^ 4f' 4{' 4f 4f' 4^4^ 4J- 4t 4f- 4J- 41- 4fr 4t -K- 41- 4{-4«-4*-4{-4«-4f-4t41-4f4{-4t4f^4*-4t-4{-4«-4i-4«-4*-4l-4f4t4f-4f- 
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RUN and observe. 
Enter NEW. 





10 PRINT "2*5="; 2*5 
20 PRINT 


6/3 


50 PRINT "10-3="; 10-3 



41 - 
4^ 

4t- 
4f 

I 30 PRINT'^"B/3=". 

I 40 PRINT 

4 $- 

* 

•}«• 

RUN and observe. 

Try some math problems of your own. 

Try these without line numbers. Just type and 
enter each one. 

i PRINT 5+2+1 1 


I PRINT "2*4="; 5+2+1 | 
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Now create a program that will conpute how 
many pieces of pizza you will eat if you eat 3 
pieces every week for the next 10 years. 

Use P as a variable to stand for the pieces 
of pizza. 

Use W for the number of weeks each year. 

Use Y for the number of years. 


Change your program to compute the number of 
pieces if your appetite grows and you eat ^ each week. 


Creative Learning Association 
Charleston, IL 61920 
















What have you done to make you feel proud 
of yourself thie week? 

Create a program using PRINT " " to tell 
about It. Plan carefully how the words fit on 
the screen when you RUN the program, Use extra 
spaces to keep a word from getting divided. 

You may want to make words flashy print in 
reversey get bigy blink OR print s-l-o-w-i-y. 

Use your own special name design to start 
your program. You're worth it! : 
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LIST. 

Lines 114 and 116 are called a time delay . 
These lines can be used anytime you want the 
computer to pause (so you can read what is on 
the screen) before it goes to the next line. 

Change the message to tell your Contact 
Agent where the secret microdot is hidden. 

Add a clear screen command at line 118. 

^ Add lines 112 and 120. (WARNING: On some 
computers^ this program self-destructs when 
RUN! See if it works on your computer.) 

ill2 PRINT "THIS IS YOUR LAST CHANCE TO^ 
t BREAK/ RESET OR STOP THIS PROGRAM." 

Il20 NEW 

S ^ **•?«■** ^^ •it’^ *-it •«** •it* ***■**■ ^ **■?*• * ^-it"'it'•«'■it’■it’■it’-it^ •it'* 

LIST. RUN (if you are brave!) 
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Create a program that describes how you could 
improve the world if you could have an unlimited 
supply of red. 

You may wish to create a short story or rhyme 
using PRINT statements. 

Suggestion: Think of as many goOd^ cheerful/ 
happy or holiday things that are red as you can 
before you start your program. Now use your 
imagination. 

Start by loading your name program. 

Save your REDNESS program on tape or disk. 
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A dollar Is equal in value to 100 pennies. 

^ Here is the formula for changing pennies to 
dollars: 

D = P/100 

I Type thisr^^ 

P 1 10 PRINT "CHANGE PENNIES TO DOLLARS,"! 

*® I 20 PRINT "IF YOU HAVE 300 PENNIES/' 1 

I i 30 D = 300/100 I 

i 40 PRINT "YOU HAVE";Dj"DOLLARS." | 

#-J?-*-JJ* * '3I- ^ ^ ^ ^ ^^ * •5*'* ^ ^^ ^ ^ ^ ^ ^ 

• ■ ‘. • - ■ . - 

If your customer brings 500 pennies he earned 
selling lemonade^ how many doilors should you give 


Change this program so you con change dimes 
to dollars. Change it again to change quarters to 
dollars^ : . 
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SPACE 




Add a clear screen command at line 10. 

Try this to see how many columns your 
^computer con make using PRINT and ^ (comma). 


******-Jt--Jt-Jt .Jf ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ 

i I 

I 20 PRINT 

* ^ * 
************ *^^. * .jf .jt .j{. .jj. ^ ^ ^ ^ ^ ^ ^ ^ 

Now change line 20. See how many columns 
you can make using spaces inside of " " and 
y (semicolon). 

********************** .jl. ^ ^ 4 ^ .jf. 3^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ 

I 20 PRINT "1 ";"2 ";"3 ";"4 ";"5 
I "6 ";"7 ";"8 "j "9 " | 

************************ 4f 4f 4J. 4|. 4 ^ 4J. 4 ^ 4J. 4 ^ 4 ^ ^ ^ ^ ^ ^ ^ ^ 


Type line 20 again. Add spaces so the num 
bers will be Just about evenly spaced across 
the screen when you RUN. 
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Load your name program. 


Create a program that will draw a picture 
of our favorite robots TLC/ on your screen. 

Save your program on tape or disk. You will 
need It again to do an orange project. Be sure 
to label your tape or disk. 
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r Greate a program that wiI count the fleas 
of oil the stray dogs in ILLiNOIS hy dozens. Use 
GOTO loop to keep count ing endlessly ! 

When you are tired of counting fleas> stop 
your program. Can you change this program to 
count something else? 
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I' 


game changes 



Load a game program you like that is written 
in BASIC. LIST it. Find at least two lines with 
PRINT statements. Change them to say something 
else. 

Now play your version of the game. 
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STOP! 

If you have finished all the RED projects^ 
pat yourself on the back. You've done a 
good job! 

NOW! 

Before starting on the ORANGE projects^ you'll 
need to learn some new commands from Volume II 
of TLC FOR GROWING MINDS. When you have 
finished Volume II^ come back and sharpen 
your skills with the ORANGE projects. 
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Use FOR-NEXT and comma (J to create a pro¬ 


gram that will show a garden with ten plants 

in each row. Use PRINT at the top of each 
row to tell which vegetable is there. Tell 
whose garden this is. 

EXAMPLE: 

BUXTONS' GARDEN 

ONIONS RADISHES TOMATOES 

! ° % 

! “ % 

! ° % 

! ^ % 

! ° % 

! ° 7o 

! ° % 

! ° % 

! ° % 

! V % 


LETTUCE 

* 

* 

* 

* 
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Now use the calculator mode to compute how many 
plants are in your garden. 

PRINT 

(number of rows) (times) (number or plants 

in the row) 

Now enter. Notice that you did not need a line 
number to calculate! 
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ITie case of 

The Uninvited 
Quest 


Batman told Robin he could invite 10 guests 
to his birthday party. Every time Robin's compu¬ 
ter counts the invitations, there is a problem . 

Enter and RUN Robin's program. Then fix it 
creatively ! 


I 5 REM ROBIN'S GUESTS I 
i 10 FOR G=1 TO 10 i 
I 20 PRINT G I 
I 30 NEXT G I 
I 40 PRINT "THERE ARE"; G; "INVITATIONS"! 

A 



k"- 
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Use your TLC program that you saved from 
page 14. Load it. Now change it by giving 
TLC a blinking heart. Save your new version 
of TLC. 
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Mom gives you a nickel for taking the 
trash out each day. 

Enter and RUN this program to see how much 
you will earn if you do your job every day (D) 
for a year (365 days). 

I 5 REM COUNTING YOUR INCOME | 

I 10 FOR D=1 TO 365 I 

i 20 N=N+5 I 

* - * 

* 

* 

t 60 PRINT i 


t 30 PRINT N 
i 40 NEXT D 
i 50 PRINT 


(Continue on the next page.) 
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Dad gives you a quarter for sorting nails 
on Saturday. 

Add to the nickel program so it will also 
compute how much you will earn if you sort nails 
every Saturday for a year (52 weeks). 

Use W for weeks. Use Q for quarters. 

RUN your program. Notice the last amount 
in nickels and in quarters. 

Now add a line so the computer will print 
how much you will get all together for doing these 
two jobs for a year. 

il50 PRINT "1 WILL HAVE";N-5 + Q-25;"CENTsi 

t TO BUY A BIKE." * 

RUN. LIST. See if you can figure out why 

line 150 has the -5 and -25. 

If you aren't sure^ add this line: 

|l40 PRINT N, Q . N+Q 

RUN and observe. 
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Create a program that will print this rhyme 
and a graphics illustration to go with it. (Of 
course you will have to complete the rhyme!) 

Be sure your spacing is neat and no words are 
divided. 


HAPPY. HAPPY. 1 COULD BE 
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Your neighbor will pay you $2.50 (250 cents) 
per Saturday for washing his car. Use a calendar 
to find out how many Saturdays there are between 
June 1 and August 31. Save all your earnings. 

Now CREATE a program that will number the 
Saturdays in the first column and the amount 
saved in the second column for each Saturday this 
summer. 

How much could you earn washing your neigh¬ 
bor's car this summer? 


i 


Creative Learning Association 
Charleston, IL 61920 































26 



Four rangers planted trees in a park. 

The first ranger planted 6 rows with 2 trees. 
His area looked like this: 

TT 

TT 

TT 

TT 

TT 

TT 

The second ranger planted 2 rows with 6 trees. 
The third ranger planted 4 rows with 3 trees. 
The fourth ranger planted 3 rows with 4 trees. 
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.. 

Create a program that will show what each 
ranger's area looked like. Use FOR-NEXT loops to 
draw the trees. Use FOR-NEXT loops as a time delay 

after each one so you can get a good look at It . 

Clear the screen before each ranger's trees show . 

Label each ranger's trees so you can tell whose 

they are . Keep working at it until it looks super. 
Then show it to someone. 

How many trees did each ranger plant? 

How might a fifth ranger plant his trees? 
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start with your name program. 

Use your knowledge of FOR-STEP-NEXT and 
graphics to create o program that will illustrate 
this famous saying. Have your name appear some¬ 
where. 

BUILD A BETTER MOUSETRAP AND THE 
WORLD WILL BEAT A PATH TO YOUR DOOR. 
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^CIC3D 

ft® 0 

g 




Enter and RUN this program. 


0 
D 

a 

(NOTE: On some computers^ you must DIMension n 
space for string variables first.) ^ 


^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ 
* * 

■» 

* * 

* 
* 

^ * 

■M* 
* 

•}{• ■ji' 


I 10 PRINT "ENTER YOUR NAME" 

I 12 INPUT A$ 

1 20 PRINT A$ 


Whatever you put in (INPUT) is now called 

A$ (A string) by the computer. Q 

0 

Try putting in a different name every time O 
you RUN this program. 


LISL then make these changes: 


D 

I O. 


t 15 PRINT "ENTER A FRIEND'S NAME" | Ocinfi 

I 17 INPUT B$ * 

! 20 PRINT A$; B$ 


* 
* 
* 
* 
* 

^ * 


RUN again. Continue on the next page. 
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Add: 


i 50 PRINT A$. B$ i 

* * 


RUN. 


Then add these lines and put in a command 
to clear the screen at lines 40 and 70. 


* 

# 

* 

* 

•Jt 
* 

* 

* 

* 

* 

* 

* 

Study your LIST and decide what you think 
will happen. RUN and see if you are right. 


30 FOR T=1 

TO 250 

* 

* 

* 

35 NEXT T 


4t 

JA^ 

40 


W 

* 

* 

* 

60 FOR T=1 

TO 250 

4Ci 

65 NEXT T 


w 

•Jl- 

* 

70 


* 

* 

* 

80 GOTO 20 


* 

4?^ 


d 




CJ 


C3 


c> 


j, d 

? a 

^aO\ 

\ 

^Qaa^ 


□ 

D 

a 

\ 
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Load your name program. 

King Fiddle is watching his troops parade. 


Create a program that will display his 
mighty army^ his dancers^ the Flag of Fiddle^ or 
the royal magicians. Use a time delay between 
each group in the parade. Use PRINT to announce 
each group as it marches by. Does anything 
unusual happen during the parade? Show it! 
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Add to this program to produce 10 doughnuts 


at 0 time. Show the doughnut machine making and 
counting doughnuts. Have the program allow you 
to INPUT how many doughnuts you need for your 
Halloween party. The machine should stop making 
doughnuts when it fills your order. 

|100 PRINT T; "0000000000" | 

!ll0 GOTO 100 ! 

* * 
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0 

This is Mary Poppins: + 

M 

(Aw^ come on! Use your imagination!) 

Get her to appear on your screen. . Have her 
wait 10 seconds. Then have a magic word appear 
on the screen as she S-L-O-W-L-Y floats upward 
and disappears with the West Wind. 

(OR - if you prefer - you could make her 
arrive with the East Wind.) 
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Add a clear screen command at line 10 as 


you type in this program. 

* ^ 

t 10 t 

I 15 REM P=P1NS YOU BEGIN WITH | 

i 20 P=10 I 

i 25 REM A=PINS KNOCKED DOWN WITH I 

t BALL 1 I 

i 30 A=0 I 

i 35 REM B=PINS KNOCKED DOWN WITH I 

t BALL 2 I 

I B=0 I 

i 45 REM S=PINS LEFT STANDING I 

i 50 S=0 I 

i 60 PRINT "HOW MANY OF THE TEN PINS DID| 

t YOU KNOCK DOWN WITH THE FIRST BALL"| 

i 65 INPUT A I 

I 70 FOR T=1 TO 500 I 

I 75 NEXT T I 

i 80 S=P-A i 

S (program continued) t 
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90 PRINT S;"PINS ARE LEFT. ROLL AGAIN." 


S100 PRINT "HOW MANY PINS DID YOU GET WITH t 
I THE SECOND BALL" 

il05 INPUT B 

ill0 FOR T=1 TO 500 

ill5 NEXT T 

|l20 S=S-B 

Il30 PRINT "YOU HAVE KNOCKED DOWN"; A+B; 

I "PINS ON THIS TURN." 

Il40 PRINT "YOU HAVE"; S; "PINS STILL t 

t STANDING." t 

^ * 

RUN this program several times. Then LIST it. 

Change this program so you could use it for 
a game of dice. Use 2 six-sided dice. Let A equal 
the points you score with the first throw. Let B 
equal the points you score with the second throw. 
Let T equal your total points. Use real dice or 
a block with dots drawn on it. Throw your dice and 
try your program. Keep working at this program 
until it works well and prints what you want it to. 


This is hard but an expert like you can do it! 
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Add this to your name program. 

Create a program using graphics that shows 
which you would rather have and why ; 

a truckload of oranges 
1 carrot 
a torch 

If your computer has color or sounds can 
you add these to your program? 

Save your program on tape or disk. 
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message out through the universe to locate 
intelligent life. Create a program that will 
print his message and show the equipment he is 
using to send it. 


You may wish to begin by loading your TLC 
program and adding to it. 
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You got $100 for your birthday. Use a 
catalog and make a list of ten small things you 
would like to buy. 


Create a program that allows you to INPUT 
the number of cents each thing costs. After 
each entry^ the computer should tell you how 
many cents (C) you have left. 

Notice what happens if you spend more 
than $100. 

(Do you have a good credit rating?) 

NOTE: This will be easier if you under¬ 
stand the BOWLING program on pages and 
35. 
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Enter and RUN this program. Line 20 uses a 
pair of commands (IF-THEN) that lets your computer 
make decisions. (IF something is true^ THEN do 
something. IF NOT ^ go on to the next line.) Try 
to understand the LIST. RUN it several times. 


NOTE: On some computers you must DIMension space 
for string variables first. 

i 5 REM MY ONE AND ONLY i 
I 10 PRINT "TYPE YOUR NAME" i 
I 15 INPUT A$ ! 

1 20 IF A$="FR066IE" THEN 50 I 
I 30 PRINT "THIS PROGRAM IS NOT FOR YOU!"| 
i 40 END I 
i 50 PRINT "YOU'RE KIND OF CUTE" t 
I 60 FOR T=1 TO 200 I 
i 65 NEXT T ! 

I 70 PRINT "FOR A LITTLE GREEN THING." * 
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Create a secret message to the love of your 
life. (It could be your grandpa, your kitten, 
the girl in the third row. or your favorite ball 
player!) 
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Here is a treasure map. Create a GOTO code 
program which could be transmitted to your agent in 
Tanzet so he can get the treasure. If you can, make 
your program self-destruct after it is RUN so the 
directions can be kept secret. Be sure to include 
time delays so he can read it before it self-destructs. 


MAP OF= 

TANZET 


NORTH 

A 


\we6T<- 


-oEast 


-50OTH 


t t 




B>OAT y 
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game changes 

orangei 



Load a game program you like that is 
written in BASIC. LIST it. Find a place where 
a FOR-NEXT time delay is used. Make the delay 
twice as long. 

Now play your version of the game. 
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CONGRATULATIONS! 

You have completed the BEGINNER'S SERIES OF 
TLC FOR GROWING HINDS. 

BEGINNER'S SERIES 

TLC FOR GROWING MINDS VOLUME 1 (RED) 

TLC FOR GROWING MINDS VOLUME 2 (ORANGE) 

TLC PROJECTS FOR GROWING MINDS VOLUME 1 & 2 

(RED & ORANGE) 

You are no longer a beginner! You are now 
ready for the TLC INTERMEDIATE SERIES which 
consists of: 

INTERMEDIATE SERIES 

TLC FOR GROWING MINDS VOLUME 3 (YELLOW) 

TLC FOR GROWING MINDS VOLUME 4 (GREEN) 

TLC PROJECTS FOR GROWING MINDS VOLUME 3 & 4 

(YELLOW & GREEN) 
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